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_ WARNING: PLEASE CAREFULLY READ THE PRECAUTIONS BOOKLET INCLUDED 
WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® HARDWARE SYSTEM, 
GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT SAFETY 


INFORMATION. 


IMPORTANT SAFETY INFORMATION - READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AAWARNING - Seizures 


Some people (about 1 in 4000) may have seizures or black outs triggered by light flashes, such as while watching TV or 
playing video games, even if they have never had a seizure before. 


Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. 


Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child have 
any of the following symptoms: 

Convulsions Eye or muscle twitching Loss of awareness 

Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries 


Playing video games can make your muscles, joints or skin hurt after a few hours. Follow these instructions to avoid 
problems such as Tendonitis, Carpal Tunnel Syndrome or skin irritation: 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

¢ If your hands, wrists or arms become tired or sore while playing, stop and 


rest them for several hours before playing again. 


* If you continue to have sore hands, wrists or arms during or after play, stop 


playing and see a doctor. 


A\WARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 


thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 


make popping sounds. 
To avoid battery leakage: 


. 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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DICE AND MoNStens:: ie met | 59, PLACED IN THE DUNGEON 


e~ AND CAN BE MOVED 
Provides detailed explanations about ‘the aiBs, ribhttecs bc items. , ThROUG HOUTTHE FIELD 


ATTACK THE OPPONENT. 


DICE POOL FORMATION"...........4 wt ig 8, AF" 291 /} 


‘ / » /DDM IS AN ALL-NEW TYPE 
Explains how to put together the Dice Fool. STB daria avaitcat 


GAME, WHICH ALLOWS 

PLAYERS TO DEVELOP 

DEEP STRATEGIES AND 
TACTICS. 


GAMEPLAY 1.655055 ene CI at wep 
Explains the flow of the game, from rolling the dice to battling. 
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“How To. PLAY. 
Players transform the dice on the backs into a Saine and ‘ula atharabe Shab iead’: _ 
__ summoned m ters ‘against your ‘Opponent, reyes he poled the ay Die 
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Dice ' 

The dice are cubes Ww (is with a het ‘of Crests that contain 
items or monsters. Players use them to build a dungeon on the 
Field. 


ta 
DIE FACES 
There are 6 varieties in all. Each face of.a die as a Crest on it. 
Depending on which Crests are rolled, players may be able to 
Summon monsters or save up Crests, 
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Players use the dice to build the paths in the Field. The monsters 
move on these paths. 
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~~ This contains all of the dice. the player Roaueeses: The. box can 
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DIE MASTER 

This figure represents the saci in the match. The Die Masters 
stand at opposite ends « of the game board. (Field) Win the match 
by attacking the enemy ‘Die Master 3 times. 
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ect Ano basic stops in the game, 
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1, DICE Pobil paamathohs as oF . 3h 

Select. 15 dice to be used in the game from. the dice t bok Players “iar 

_ must do this before the start of a match or tournament. The , fF; |fagp. 
ere cannot start until 15 dice have been selected. fA Nis 

3 4 wae ; 3 4 € ; of of f f é eos ee . 


2. ROLL THE nice ; 

Players select 3 dice from the Dice Pool at at. the start of each {4 
and roll them. Depending on which Crests are rolled, monsters _ 
may be Summoned or Crests can be saved up. 


3. SUMMON MONSTER/ITEM 

Players can Summon monsters (or items) if two or more Summon 
Crests of the same level are rolled. Choose one monster (or item) 
from the dice shown and place it on the Field. 


nae DIMENSION, "het i As abe hes Wow We ee ite 
arin, adie ‘6 "unfolded into a flat Kt 
placed on the Field. This is called a. 
iece must be touching one side of, the | 
“Die Master area, Any pieces after tha must be as to. 


the player's rN Xe ia 
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‘B MONSTER MOVEMENTYAND: BA TTEES.,, 
A Summoned monster needs Crests in order to perform actions Res | 
on the field. Therefore, itjcannot act when, there are no Crests, 
One Movement Crest is necessary. for the monster to move one 
square. One Attack Crest is needed for a monster to attack an -- 
enemy in an adjacent : square. Monsters cannot attack diagonally. Fase 0) 
(See Pg. 23 - Crests) 


be’ 


\ 
6. SHOWDOWN \ 
Repeating steps 2-5, the \idver must ‘try to attack the enemy Die 
Master. You must attack the enemy Die Master three times in 


order to win the match. 
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»  Adiagram of the six basic steps in the game. 


1. Dice Pool Formation ei 
Select 15 dice from the dice box. _ 


5 


The Die Master is placed and the match begins. 


. 


2. Roll the dice 


Select 3 die and roll them. 


Summon succeeds. Summon fails. 
3. Summon monster/item 


4. Dimension 
Place a piece on the Field. 


No Crest Available Crest Available 


5. Monster movement and battles 
Make monsters move, attack, etc. 


End turn 


6. Showdown 
The first to attack the enemy Die Master three times wins. 9 


CONTROLS 


Explains the basic controls of the game. For a detailed explanation of controls used 


during the game, please refer to each explanation page. 


Display Dice Details 
Display Monster Details 
Display Item Details 


Move Cursor ® 
Select Commands 


Display Menu Window 
Change Shape of 
Dungeon Pieces 


be 
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Change Shape of 
Dungeon Pieces 


Cycle Through 
Summoned Monsters 
Rotates Dungeon Pieces 


Confirm Commands 
Confirm Dice 


Cancel Commands 
Return to Previous Screen 


) HOW TO START THE GAME” Soigeear se 


Insert the Game Pak correctly into the Game. Boy® AES 
_ system and move the: ‘Power Switch'to ON, After an opening . 
movie, the Title Screen will be displayed. (Skip to the Title 

Screen by pushing START during’the ‘movie.).. 
Press START at the Title Screen ghd the Title Menu will be. 
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a PLAYING A GAME-FROM THE BEGINNING 


| ‘ 
» To play a game from the beginning, select NEW GAME at the’ Title Menu and press 
__ START or the A Pptag The Name Entry Screen will be dispiqve’ 


| ONLY ONE GAME CAN BE “SAVED. lf NEW GAME is selected 
me when a game has already been saved, all old data will be lost. Please be careful! 


NAME ENTRY SCREEN 


Select Cursor 


Cursor Movement 


End Name Entry 
Input Cursor 
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2. To make a correction, use the L/R Bisitoris" tomove the hejutsGarseh % the letter 

“Vg be overwritten and enter the correct aires. You can also erase a letter with the B 
- Button. Gra be iy . “oe reat 

ts : “" *, Aaa o . * . “ 

a When all of the letters have been ditired; id by selecting 

-- “END” and pressing the A Button. You will be asked if the name. 
you have inputted is correct or not. Select ng | if it is correct. 
If it is not correct, selegt "Cancel". » ' 


To CONTINUE) A GAME - 


To continue a previous: game, select "CONTINUE" from the Title Menu and press 
START or the A Button.. 


This game system automatically saves and loads. Game data is rewritten from time 


to time during play. When the power is turned ON, the save data will load and the 
game will restart from where a player left off the previous time. 
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GAME MENG: ae POR Li geen tat 
ey he Game Menu will hedionlayad Site the Title Saye | or the 
Name Entry Screen. ‘Select the play mode by moving the Control 
Pad Up or down a enter the mode with the A Button. 
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DICE ‘Poot trae ys a Pade 14 | Ne, 
\2 Allows players to organize and select re, 15 dice. heer / A — 
| used 10: the duels, — eo Pan: ah iF ee 


TOURNAMENT © “. PAGE 14 , 
Players can battle various character$ /? a tournament.’ 


FREE DUEL ~~. PAGE 1's 
Players can battle their Mast t opponents. 


LINK DUEL PAGE 17 | 
Players can compete in a Link Duel by using the Game ~ 
Boy® Advance Game Link® Cable. 


TRADE PAGE 18 
Players can exchange dice by using the Game Boy® 
Advance Game Link® Cable. 

GRANDPA’S SHOP PAGE 19 


Dice can be bought and sold here. 


"Players Select th 5 dice ‘used in . the duels here. (See Po. 29 - - 
~ Dice Pool ortiasel pe hea 
TOURNAMENT, Bie 
Players battle with a variety ¢ of Characters ™ Yaricpat 4S Ta 
tournaments. A player wins oné die for each match victo 
- And the player wins prize money by"becoming the tongs 
champion. Players do not lose dice when they lose a game. 
Also, more tournaments become available as the player wins 
more tournaments. © |. — 


1. Select the tournament to participate in’ by areasine left or right 
on the Control Pad. Use the A Button to enter the selection. 


2. The tournament participants will be displayed. Press the A 
Button and a tournament chart will be formed from randomly 
selected battle opponents. 


3. The battle opponents will be displayed with the order of 
players' matches. Press the A Button to start the match. 


Players will then proceed to Dice Pool Formation. (See Pg. 31) 
14 


even if the player had made it to the final round. Please be careful! 


: PROGRESS IN TOURNAMENT MODE CANNOT BE SAVED. If the 


power is turned OFF, the Tournament must be played again from the first round, 


Pee 


“o. 


FREE SpuEts if Neer ee 


4, Players select a favorite bonds to Fate Any, characters that have been beaten i in 


Tournament Mode can be Selected. A player acquires one die for defeating each 


character. Players do not lose dice when they lose a game. 


1. Select the opponent with the Ae PP on the-Control Pad, 
Use the A Button'to enter the selections" ~ if 
* A battle ranking of "Washout" results from a match that ends 
midway when the power is turned OFF during a AP) or jad) 
battery dies. 


2. The opponent is displayed. Press the A Button and the gare 
will start. Wi 


Players will then switch over to Dice Pool Formation. 
(See Pg. 31) 
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‘How: TO, TOONNEST | BO ARTS eos Sahay Aa es ah 
THE every @ BOY oO: ADVANGE: iwi LinkK® eutea: Pe Sea ee, 
This explains | tc ‘connect two Game Boy® Advance systems dase : 
~ the Game Boy® Ai ance Game Link® Cable.” ah 


-Nécéssary fierns 3 + oS” a te oo tan Te 

~ 2-Game Advance systems™ Pes 
2 - Yu-Gi-Oh! Dungeon Dice Monsters Game Paks ye 

1 - Game Boy® Advance-Game Link® Radle 7 

“How to connect 

1. Confirm that the Power Switches of both-units have been switched to OFF. Insert 

a Game Pak into each of the systems: me 

2. Connect the Game Boy® Advance Gamé Link® Cable to the External Extension 

Connector of each system. 

3. Move the Power Switches of both’systems to ON. 

4. Please refer to Page 11 for further operating instructions. 


Cautions for linked\ play 

Players may encounter operational problems under the following circumstances 
‘When players are using a link cable other than the Game Boy® Advance Game Link® Cable 
for Game Boy® Advance. 
- The Game Boy® Advance Game Link® Cable has not been firmly inserted as far as it will go. 
- The Game Boy® Advance Game Link® Cable is disconnected during transmission. 
- Players connect the Game Boy® Advance Game Link® Cable to a connection box. 
- Players attempt to connect more than 2 systems. 
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. Cable. eae do not win or lose dice when they win or lose a duel, — eh ie 


selecting: "Dice Pool" from the Game Menu before stag: a Link Duel. re yuk 1a 


} zig 
fae #° 4, 


¥ 4. UP t,he be ¥ $3 ¢ 2 ty - vg ERAT Oi sp Nay ROME SBE ET hen 
ai pert sme ae Bo SSL At ON PORE Fa A fi saat eae PRE af, 


Players can battle against each Bihar using the ¢ Game Boy® Adv nce 


PH Pape ted ne nes ae ee 
1. First, ‘you Susie connect sud Game Boy® jAdvance alas, fe fia 16) bet, 7 es 
NOTE: If it is necessary to organize the Dicé Pool, be sure to rebuild the Dice Pool by 


2. Both players must select : Link Duel ving the Game Menu and d press the A A Sas 
Button. ae 


oy 


Negeri ie OF 
ft yee lim 


3. The names of the battling players wilibe cspiayed abNG 
A Button to start the game. : 


Z 


The first player to press the A.Button at this time will go first. fn 


y os 2 ex ‘ mn ri o she be sa : mf ; ; Re yet: ,; : vik & aN 
; RP Be Bi Neda iA aN Aus aa 5 ; De eee e pe 4 % 
aN Exe ge dice with each other by using ‘the che Boy® Advance Game 


~ Link® Cable. © pf 
_* Players do not hav to exchange the same number of dice init trading. For 
“example, it is possible to exchange 7.dice for 10 dice. In addition, one-way. 

_ exchanges are also PRseRs (i.e. players can exchange 0 dice for 5 ares : 


4. First, you must connect ewe Game Boy® Advance systems. 
(See Pg. 16) 

* The 15 dice in the Dice Pool cannot be traded. ‘To's set idio 
aside, select "Dice Pool from the Game Menu before trading and 
form the Dice Pool. 


2. Both players must select "Trade" from the Game Dh ths and 
press the A Button. ~~». 


3. The dice box will be displayed. Please select the dice to be 
traded. Highlight the die to be traded and press the A Button. 
(Up to 10 dice can be chosen at any given time) 
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* “(Move through the list by moving the cursor to the right i in the ae roe 


| ‘Be ‘When islets nave decided what dice to trade, highlight 
OK and press the A Button. Players will be asked’ if they want 


a “Confirm the trade list when chi aie have been abictea 2 we = 


dice box.) To remove a die from the pe list, highlight the - 
selected die and press the A. Button. ee 


a ees #5 p 


, al 


to trade or not. Select "YES" or “NO! and press the ‘A Button), if 
The trade will occur when both players se select. "YES". ih eit 


GRANDPA’S SHOP ih Aes 
Dice can be bought and sold here, Select "Grandpa's Shop" en 
from the Game Menu and press the A Button. The shop will be 
displayed. Select an option and press the A Button. Selecting 
"Leave the Shop" or pressing the B Button will return the player 
to the Game Menu. 
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ayers acqui Se aairic oatheos dice by winning faimiantcas ain addition, Tass A 
the number o ieties of dice that can be purchased increases: as players win ~ 
Toure Se BS z . , i! *t 7 

Be he Be ak. | oa, eae te pees ig Te Sao 
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; at: The dice that can ad wil be displayed. Ndightight 

the die you would like to buy and press the A Button. (Up. to 10 

dice can be chosen at any given time) You can check the ear of 
the selected die by pressing the R Guten 


Leh 
; nia 


, 
_ 


2. You can confirm the saehase list by Moving the cursor to the 
right in the dice box. To remove a die from the purchase list, 


highlight the Soler die and press the A Button. Oeeunor 


en 


3. Once you have completed your selections, highlight "OK" and 


; ; : Total C 
press the A Button. You will be asked.to confirm your selection. he be 
Select "YES" to pay for the dice and complete your purchase or ean lee Ate 


"NO" to go back and make more changes. 
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a “Pick out a dice 16 sell. The Kae ice. ‘booe will ie 6 bisplayed: 


bi 


ee tk be ay 


‘i SE vibe i iee BAe OE RL: Oe pel aia 
“Dice can only be sold ‘ts, a ny figs: more than 415 dice.” Dba xi oy 
(there are extra dice in the Gio box): 2 iets: = 52: 


a ; at 4s x 
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Highlight the die you would like to sell and press the A Button. 
(Up to 10 dice can be cHosen at.any given time) You can check 
the selling value of the selected die by Pisesina, the R Button. . 


pono j 2 ‘ 
2. You can confirm the selling list by moving the cursor to the 
right in the dice box. To remove a die from the selling list, ~ 
highlight the selected die and press the A Button. 


3. Once you have completed your selections, highlight "OK" and 


: . f Total Current 
press the A Button. You will be asked to.confirm your selection. Dice Total 


Select "YES" to sell the dice or "NO" to go back and make more Om ag MONEY 
changes. 
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kt 3.4 on ~s «is, , vistors Sp Me exe” , 
DICE | D> ) MONSTERS” BE ERR Nt SEL? AS 
DICE = as Pret ode: : 4 Fo. SeXy sé te yore rt ; * é iad 
Dice differ accordin: to the Gresté Sette inscribed on their 
x _ faces.and their ¢ The dice also Bevelesies 0 SA 
re mc 


DIE CoLor . a. fe 
There are six die bolo The'colors show pects Of monsters Cee) (Ce 
‘that can be Summoned (five varietieg anditems. ..* |. . 


.. Spellcaster 
pen aR Warrior 


Undead 


Dice LEVELS 

The number shown at the center of the Summon Crest represents the 
level of that die. The die level shows the level of monster or item that 
can be Summoned. The higher the level of a monster, the more difficult 
it is to Summon. ; 


NOTE: There are fewer Summon Crests on high-level dice so there is a 
lower chance that a player will be able to roll matching faces for 
high-level Summons. 

In addition, the numbers written on the sides of other Crests show the 
Crest Number, representing the number of Crests that can be acquired. 
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“CRESTS. oe et ian Pare Od bs ae cS aE cP ead! SE be 
There are six. “Sisligs of Crests that may appear one die. Any Crest o the pe 


Summon Crest can be saved up: Stet aaa 
VALE Saeiiow Césee i el é Sty Seber e 
Se Crests for Summoning monsters (or items). A Summon,can be eae it? 
em 2 or more of the 3 dice: rolled turn up with the same Wei Crest number. | 


~ o tye j 
t hiovesiens Crest: » ae 
“ii Used to move monsters; can be saved up. 


af 


Defense Crest: . 
Used by monsters when defending with normal ddtenses or special abilities; 
can be saved up. 


Attack Crest: 
Used by monsters when attacking with normal brtacke or special abilities; 
can be saved up. 


Magic Crest: . 
Used by monsters when activating magic effects; can be saved up. 


Trap Crests: 
Used by monsters when activating trap effects; can be saved up. 
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: ,V St 100 varieties of itrtens in a Each ¢ one has recat ch nant <* rst 
ic ily used in Battle. ) . 


s Sake eS 
“DETAILED DATA © NT 
- This is Seninee: withithe Oa command onthe: L Buiten. 
Abi Sos : oe 
” ; ; * 4 


a ATK. DEF Monster? * 

“Power Rower, _ ype | 
~ re Special 
Type 


Level 
# Crests 


Needed 
for Ability 


Monster Description 
Name of Ability 


. 
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: SPECIAL. ABILITIES © A oe es he py 
“Some monsters: possess. ae abilities. ‘Players can check wheth ' 


¢ BR Suef yen s fs" tet of og Roker TAY #y ers bed t< ~~ ¢ 
# 


monster has Special abilities and'can view the details and effects of spe ial 
by pushing the L Button while the monster is highlighted. er Yoh e Lees ¢ 
Players can. activate the effect listed in the Special abilities explanation by as the - 


indicated number of Crests. Movement, magic and attack effectS can be used during — 


tt tt ct a Ce. ee 


a player's own turn. Defense effects can be used-whe one of’your monsters Biss: 
attacked. Trap effects can be used at any time when the requirements are met. 
If "Dimension" is written‘in the explanation of special abilities, that monster's abilities _ ; 
are activated automatically when it is Summoned tg ‘the Field: 


In addition, if "In Play" is written, that magnate S abilities can bbe exercised 
continuously for as long as it remains on-the Field, 


Grocozaurus 
When attacking during one's turn, ATK can be heroussa by 10 points by 
consuming one Attack Crest. Up to 3 Crests can be used per turn. 


7Ay =| Gator Dragon 
When being attacked during an opponent's turn, damage can be lowered by 
§ 10 points for each Defense Crest that is consumed. There is no limit to the 
number of Crests that can be used per attack. 
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" SPECIAL Tyres. PAGS “ ia : iFep .: 
_ Some Nga have Special Type abilities. These abilities don not consume ices 
_ Special Aype na x peers eae 

Rooks Flight _ Tunnel. . : ene 


2 eee 


Flight 

Flying monsters can oni be attacked t by other ‘fying 
monsters or special monsters that can attack flying 
monsters. These monsters need two-'Movement Crests 
to move one square ioe can fly over non-flying : 
monsters. 


Tunnel 
These monsters can move ‘under’ other monsters. 


Flying Attack 
These monsters can attack flying monsters. 
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5 ePe: : oh Re ve * secre on Find ; tt ores ‘ st ew, ee aoe, BE: 2 F 
“There are five types c of ‘monsters and some are ‘stronger or weaker 1 yf 
other Types. (Please refer to the Type Hierarchy a Damage pa et i 


that occur oe to these a oe et : 


: Minter og ipnne ‘3 ee ; “ te 5 y f es 
~ Spelicaster - Undead f ‘? “Beast ” * Watrior , one 


a s/o & 


- A superior Type attacks < an inferior Type ... superior or Type ATK +10 
- An inferior Type attacks a superior Type ... superior Type DEF +10 


“ Even if the superior Type (defending) does not defend normally, damage will be 
reduced by 10. For details about damage, please refer to page 44. 


Type Hierarchy Chart 
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- Description 
Item Name +——— nergy-Dis¢ = = se ee of Effect 
Explanation of Spetjal Ebead ’ 

An item's effect will be activated, if a monster, whether friend or foe, enters its square. Items 
usually disappear once. Nee, have been activated. 


Medical Aid Kit\ 
A monster that enters a Square with a Medical Aid Kit will have 20 HP restored. 


? 7 Warp Hole 
If two or more warp holes are on the Field at the same time, a monster entering one 


warp hole will move to the other warp hole. 
* "Warp Holes" do not disappear after being activated. 


. 
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' DICE. POOL FORMATION - A 
i Players choose dice By ue in the game. from the re se box. a aes 


; £ Choose 18 dice and start the game. PORE ee 
4 - Any number of the same type of die can be used. SS AF SER 


DICE Box 
Only shows the dice in possession | 


Type of Die 


Quantity of = oe o | | ye We, 7 


Data about 
Selected Die 
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Data about 
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Selected Die , . — ena 7 
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AALS SA Ae | 

DICE DATA ~—/in..* 
lien 

Special Type | HP \ ATK Power DEF Power Die Faces 
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Monster Type Level Name | 
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2 Di¢e Pod ‘Fopaation’ Flot? : ‘hone 
4. First, the dice box. will be displayed. Highlight the die you? 


A Button to RACE: them in the Dice Poole” ‘54 OF f 


2. Check the Dice Pool. Players can switch to thé Dice Pool by 


would like to add. res your Dice ‘Pool. (Detailed monster data can . 1 oe eh i ae VOB 
be viewed with the L Button.) {f the die selectedis OK, press thet 4 -s itn « rie 


é , yee 
a 


moving the cursor to the right in the dice box. Return dice from ~ 
the Dice Pool back to the dice box by hi aligheo the 08 iit sig 
die and pressing the A Button. | 


3. Players select 15 dice by repeating Steps 1 and 2. When the : 
Dice Pool has been formed, press the B Button at the Dice Box. 
Screen. Players will be asked to confirm the current Dice Podl. 
Select "YES" to confirm or "NO" to go. ‘back and make more 
changes. 


Dice Pool Formation will not end until there are 15 dice in the Dice Pool. 


GAMEPLAY 

The Die Master is placed on the Field in a predetermined 
position (the Dié Master area). The player to go first will be 
decided automatically. 


: The first player to attack the Die Master three times and reduce his life points 
("LP") to zero is the winner. 


This figure represents the players. It cannot attack, defend, or 

move. The Die Master has no HP, instead it has 3 LP. 

Regardless of the enemy monster's ATK, it loses 1 LP each 

time it is attacked and is defeated after its LP have been 

reduced to 0 by three attacks. Its LP cannot be restored with 

special abilities or items. 

- A player can also win by Summoning all of the Exodia series onto the field. 


There are five parts: Right Leg of the Forbidden, Left Leg of =... 
the Forbidden, Right Arm of the Forbidden, Left Arm of the zz 


Forbidden and Exodia the Forbidden. ° 


If both arms and both legs are on the Field, Summoning 
Exodia the Forbidden will win the game. 


i 


en 


Pu 


- If two or more Sixtimon esis -f the same level are sailed. a onatae or item 


can be Summoned. 
- If a Crest other than a Summon Crest is rolled, it is saved in the Crest Pool. 
(This has no effect on the success of the Summon.) 


z ine gh te aS Se fo) 
PF “ Goal-Selection.. Dice Selection 4 Key 
fe SX e . Boxés “Boxes | ae 


Crest Pool 


. ata about —\) /a 
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Se Cursor Selected Die 
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t,t. Line uf ‘the irsor with the field forsetting the dice: chit: Mg si 
“press the / Button. The dice will be x ite ale ‘Choose a die 2 Bee 
_ by Pressing the Gone! Pad | left and right) £? Me 5 
pa . Ae y * ~ te, a % 
tess rely : i Fir ts . 
9. If the selected die is Ok press the A Button to set it By - 
performing the sampigperatian, choose the remaining two 
dice. ‘: HS 
Na \\ % >» er ae 
3. To change the dice sbladibd: highlight the saletled die and 
press the B Button. The dice will disappear and clear the © 
field. Repeat Steps 1 and 2 to reselect dice. 


NY; 
AN | 

4. When 3 dice have been ‘selected, select "GO, and press 

the A Button. The dice will, roll. *s 


ee Ses eG 
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. oa 2 ie fotis 0 ey Wat > eageets 4 

I Asitomatie Selec tte: REA SES ee ae . Abe: ANA Yea 

If you select'a goal such ‘as "Suinman Monster’ or “Save Crest", the C A 

automatically select dice with a high probability of accomplishin [ 

one main goal and. one sub-goal can be selected. ae ean. oe oe 
*Since rolling dice is a matter of probability, ‘the roll of the dice w not always - a + 

achieve the goal. Also, if two goals are selected, dice selection Will be performed 

~ with the main goal as the pen gy requirement ape the, sub- -goal as the secondary 

parent ' 


. « ¥ 
, 2 


1. Highlight the main goal (the left window).and press the A, ~ 
Button. The monster and Crest lists will be displayed. iA 
Choose the desired goal. Players can scroll through Crests eg 
by pressing Up and Down on the Control Pad or-scroll 
through monsters by pressing Left and Right on the Control 

Pad. . 


2. If the selected monster or Crest is OK, press the A f~ 
Button. It will be input as the main goal. The operation is 
performed in the same way to choose the sub-goal. 


3. To change or abandon a goal, Highlight the goal to be 
changed and press the B Button. This will clear the goal 
window. To choose another goal, repeat steps 1 and 2. 
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1 hg p> 
Uf a player uses 3s automatic: selection and the Wacken ‘set dice are act acceptable os 
"Manual Selection" can still be used. (See Pg. 34 - Manual Selection) hg xe ie 
- Goals and dice can be changed ey until "GO" is sélected.. 2) as 


ROLLING THE Dice | ‘ ‘ 

Choose 3 dice and eclbde, "GO" to roll the. io 

If two or more dice of the same level Summon Crest are rolled, a 
monster can be Summoned. In addition, all Crests other than 
Summon Crests can be saved up in the Crest Pool. 


5 


\ (Example of a successful Summon) The Summon succeeds. 
Player acquires 3 Movement Crests. 


(Example of a failed Summon) The Summon fails. Player 
acquires 2 Attack Crests and 3 Magic Crests. 
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MONSTER SOMMORING. (47, 
~ Ifa player's Summon is successful, __ 


he can choose one die from those ~~ | 
showing a Summon Crest and play 
it on the Field. +i <r J e..\ \ 
. “i ay: tie J ie , € # : ee. - 
¥ seg fs : j j - £9 On 
- A maximum of 10 monsters (or items) can 
be Summoned onto the Field per game. f 


a 


Sd gi . 

Choose the dice by pressing Left or Right.on Mody 4 
the Control Pad. Press the A Button toventer-the’ , 7 
selection. At this time, players who press the By 

Button will be asked if they wish to stop the — | 
Summon. If "YES" is chosen, no monster will be, 
played on the field and the Summon will be : 
cancelled. 
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- sBS5t: eek ee bt 3 7 ris ne, he bys: a, af 
“Bhone RB joa £5 Rae SS -eN Lae Silty k dete Ue Rane a 
on” ref ers t the *unfoldin, ‘ota die oe placing He wise six-square Jas i 
“piece on the Field: When players § cceed in a Summon, a. Dimension must also be 
eet Ai era die is placed onto the field; iteannot ‘be tgled: era: 
i bp, iy 7" ’ 2 


‘The first Dimension must be placed so that one rae touches the Die Master area. i 
- All following Dimensions must connect to the player's dungeon pieces. | 


- Dimensions cannot be placed so that they overlap other dungeons, overlap any 
square directly horizontal or vertical to an obstacle, or stick out of the Field. 


1% } As wing 


~«.Cursor 


Summon - 
Monster: 
Data Ks, \ 


ee ee | eee, dee > 


Obstacle 


Overall Map 
Die 


Monster 
Dimension Placement 
Pattern Location 


ba ‘Gantrotéis BOP OEE Ghat bh et iy ia é 
Control Padi Aue Hatlece a aKa the cursor, 
A Button: Places the shape on the Field. 

B Button: Returns a player to the Summon Select Screen. 
(See Pg. 37 - Mon ster euaitooigy + 

Ase Button: Rotates the dungeon piece. 

' -L Button: Displays detailed data about the Stead g 

baal cmos Chapogs the oti of the piece. . 


hale 


BUILD A DUNGEON ~ : : 
1. Move the piece with the Control Pad. ore the bravel i 
with START or SELECT and rotate the piece with the R Button — 


until it is in the desired area. 


2. Press the A Button and the piece will be sana on the 
Field. Monsters (or items) will be Summoned. Lif 
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; ‘Motetee. Manne’ RNB: Bares is Rak Seen Oe ace 
cole and defeat PPPDY: ‘monsters: in norerto attack the enemy 
A % re ch 
Enemy Die e Bs 
UTEP iene: . Cursor eas | 
_ Monster == ‘ 
ww AN Monster 
' Data 
Controls ‘i 


Control Pad: Moves. the Cursor selects commands. 


A Button: Displays the Action Menu for the selected monster, inputs commands, etc. 
B Button: Cancels commands 


L Button: Displays detailed data for the monster selected 
R Button: Scrolls the cursor through ally monsters 
START: Displays the Menu Window 


rte) 


ne a ee ee ee a ee ee ee ee ee 


ee eee 


: MENU Winvow’® eee wis 
“Press START at the saa ree and the Menu Window will-be 


> Ped : 322 r > 
< “y~ . KS RE SA F2Kn9 AY, RG “Se 


3 J Fi keane Ft. 3 £2 25S 
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displayed. Choose an option and enter the selection with the A 2 
Button. The B eupeh, returns’ bs ot the Field Screen. FY 
age ps4 ail 
End atk ee fo a f 
Ends a player's turn and nes to the opponent's eos A # 
Battie. 6n (off) 
Toggles battle animations on and off. - 
Quit Game 
Surrenders and stops a game in the mi ‘idle 1s play. ie ah a game will count as a 
loss. / sion if 


ATTACK ACTION MENU 
Select a monster during your turn and the Attack Action Menu is 
displayed. If you choose an allied monster you can select ane 
action and enter the selection with the A Button. 


: ; ; S, shew. 
Move v Biast.biz ERI 


Moves monsters around the field. Movement Crests are 

necessary to move the monsters. (See Pg. 43) 

Attack 

Attacks an adjacent enemy monster. Attack Crests are necessary to attack. 
(See Pg. 44) 
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\d ‘can ‘only ia used for monsters With Shaciny re oa 


you have sufficient crests, select the ability and Nt | 
ithe A fe tha to ac 
“one ability, but only one can be activated j Per turn. ss 


te it. Some monsters may have: more than — 


~ Details 7%: % 
- Press the L Button to hay et monstet data. % 
_ See Pg. 24 - Detailed Data) ‘ . Mi ek 


DEFENSE ACTION MENU % 
This menu appears, whe a player receives < an’attack from an 
enemy monster during his opponent's turn"*Choose a command 


and enter the selection with the A Button: 


Wait | . 
This is used to take noacton against an attack. Players receive the enemy monster 
attack directly. \\4 ' 

Guard \ ; 

This is used to defend against enemy attacks. Defense Crests are necessary in order 
to defend. (See Pg. 45 - Damage Assessment) 


*Please refer to the Attack Action Menu section regarding "Ability" and "Detail". 
42 


}- MOVEMENT 
| Players use Movement Crests to move their monsters. 


-One Crest must be used to move a monster one square. 
“Two Crests are necessary to move flying monsters one square. 
‘Monsters can move one square horizontally or vertically for each Crest used. 


‘Most monsters cannot pass over other monsters when moving. 
‘Flying monsters and tunneling monsters can pass over or under other monsters 
on the Field. 


Choose "Move" from the Action Menu. Ss 
1. The range of possible moves will be displayed. Move the 
cursor to the desired destination and press the A Button. 


2. When a monster is moved, the number of Movement a eds De 
Crests consumed will be displayed. The number in parentheses : 
indicates the number of Movement Crests in the player's FS: 
possession. If the number of Crests is acceptable, press the A © QPL. 
Button to move. WStiCE) CINE Gensaiee a 


BATTLE 
Players attack an enemy monster or defend against an enemy in battle. A monster 


will be cleared from the field when its HP reaches 0. Defeated monsters Cannot 
return to the game, except under special circumstances: 


By using Attack Crests, players can. attack enemy monsters. 
-A monster can attack an enemy monster once in a player's turn. 


‘One Attack Crest is necessary to attack. 
‘Players can only attack monsters in horizontally or vertically adjacent squares. 


By using Defense Crests, players can defend against enemy monster attacks. 


‘One Defense Crest is necessary to defend. 


‘As long as a player has Defense Crests, he can defend each time he is attacked. 


If attacking and defending activates special abilities, only Crests consumed for 
special abilities will be used. 


Ad 
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' Battle damage differs 

3 the attack of not defending a at all. 

When Defending: 

Damage is equal to the difference between the attacking monster's ATK and the 


defending monster's DEF. 
‘The attacking monster's ATK > the defending monster's DEF 


Tha dafandin 
tric ‘ 


-The attacking monster's ATK a the defending monster's DEF 


name) tet ee ee pert a = 


‘The attacking monster's ATK < the defending monster's DEF 


When not Defending: 
The attacking monster's ATK is directly inflicted upon the defending monster. 


A monster can remain on the Field as long as it has HP remaining. A monster's lost 
HP cannot be restored unless a healing special ability or item is used. Monsters that 
receive damage equal to or above their HP are destroyed and removed from the Field. 
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: ‘Rasen : se *Y Whe: foe i oes 4X} as. rg ae Se ey tis 1 ot ae is =, s Ets Pk, 
Select ie from the Action Menu. . : Pee Wie BEA 
1. The possible attack range (one / square t8 the left, right, front, te 
ax, OF back) will be isplayed. Move the cursor to ih gotta 
‘press the ‘A Button. § + hy : 
\ <A me #1 Oe 
: as Sha 
2. The enemy monster will react to a player's attack. The battle 
will then begin. (See-Pg. 45 - Damage Assessment) 
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About Battle Animafign /*." 

lf “Battle On" has been set in the Menu Window, the battle 
animation can still be skipped by pressing the A Button after 
the target has been entered and before the battle begins. The 
B Button may also cancel the battle animation at any time. If 
"Battle Off" has been set, pressing the A or B Button allows 
players to see the battle animation. 
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Ut leash pee monsters 


> into battle! 


Each puadeunice halsTEsm Starter Set 
comes with 6 cool monster figures and everything 
you need to start playing rightaway! = 

Roll dice to summon your monsters and give them 
power to atttack! Place dungeon pieces on the Field 
and build a path to the enemy Monster Lord. 

Defeat him to win! 


You'll find the rarest, most 3 te 
monsters in Booster Packs | 
Collect them all to build an | 
unstoppable dungeon army! 
Toy #43575 (Starter Set) 

Toy #80909 (Booster Pack) 

*Each sold separately and subject to availability. 
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LIMITED WARRANTY © Ee ee ye aN es 
Konami of Aine ne. ape to the ofiginal purebraser oft this Konami software spout ‘at the me 
which this computer pr is recorded is free from defects in materials and workm 
(90) days from the sit otha This Konami products sold “as is,” without expr 
- any kind, and k Konami is not liable for any losses or damages S of any kind resulting from use of this program. 
is Konami agrees: for a period of ninety (90) days to eithér repair or replac at its opti , free” of charge, any Konami: 
. product,’ postage paid, with proof of datd of purchase, at its Factory’ a Center. This warranty is not 

~ applicable to normal wear and tear. This Warranty shall not be applicable and shall be void if the defect in the — 

: ‘Konami software product has arisen through abuse, unreasonable use, mistreatment or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER Winnnrrleg ANON NO OTHER R HN bic OR CLAIMS 
OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE. KONAMI. ANY IMPLI WARRANTIES APPLICABLE 
TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHATABILITY AND FITNESS FOR A 

PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
_ WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
_ FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI PRODUCT. ~ P 
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_ Some states do not allow limitations as to how long an.implied warranty, lasts and/or exclusions or limitations of 
incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to you. 
This warranty gives you specific rights, and you’may-also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services number (888) 270-7337. 
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